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None of the Assassin's Creed games have ever 
retained their development code name, but 
never before did one concept drive so much 
of a game's DNA. From its premise of uniting 
people for the French Revolution to seamlessly 
incorporating co-op into the experience, Ubisoft 
is creating its biggest, most cohesive game to 
date with Unity. To properly tackle a project of 
this magnitude, Ubisoft gave its first exclusively 
new-gen title a longer development cycle than 
the majority of its previous games. For four 
years, the team has been working on redefining 
the franchise for the new generation. 






ENVISIONING NEW- GEN 

After shipping Assassin's Creed: 
Brotherhood in 2010, a small group of 
developers split off and started envi- 
sioning the future of the franchise. 
The team knew it could do a lot with 
a few years in front of them, while 
annual releases kept fans engaged. 
"We wanted to make it big, have a lot 
of scope," says senior producer Vincent 
Pontbriand. "We've created prece- 
dence. Now people expect it. When 
we come up with an Assassin's Creed 
game it needs to be big." 

The small team encountered its fair 
share of challenges, like guessing the 
specs of the new consoles using a 
high-end PC and also having to surpass 
two other titles that were planned, but 
weren't even made yet. While making 
Assassin's Creed III, Ubisoft saw poten- 
tial in the naval battles and decided to 
make an extra game, Black Flag. 

Assassin's Creed Unity has had plenty 
of time to cook, and some of its origi- 
nal ideas wound up in other titles, but 
one thing remained the same: Ubisoft 
knew that it couldn't just depend on 
superior graphics for a new-gen title. 
It needed to embrace change and rein- 
vent the series. 

To go forward, sometimes you must 
look back, so Ubisoft re-examined the 
franchise's beginnings to make sure it 
still retained what fans adore. "We said, 
'Let's go back to the roots,'" Pontbriand 
says. "Let's go back to the fantasy of 
being an assassin, a blade in the crowd. 
[Take] the first things that made people 
attracted to the brand and try to go 
deeper, have more flexibility. Let's make 
the game more systemic instead of 
ingredient based." 

Unity would preserve the large, histori- 
cally driven open world, but some things 
needed to be redefined, such as the 
series' three pillars: navigation, stealth, 
and combat. The team also knew it 
wanted to make multiplayer, specifically 
co-op, integral to the experience, which 
also happened to be one of fans' most 
requested features. "It was just a happy 
coincidence that we were in line with 
that," Pontbriand says. 

With annual releases, Ubisoft typically 
can't afford to reinvent entire systems, 
but with the extra time and resources, 
Unity was given that opportunity. "To be 
honest, it's really not a trivial thing," says 
creative director Alex Amancio. "We 
really went out on a limb to do this, and 
up until very recently, it was a big risk. 
We're asking the team to forget how far 
they can push the things they invented 
in 2007, become newbies again, and 
risk going into the unknown. Ultimately, 
what we ended up with is a game that 
is much more about what the player 
wants to do and about having a world 
that allows for that player expression." 

Welcome to Assassin's Creed Unity, a 
game that polishes its former elements, 
pushes in bold new directions, and 
recaptures the essence of the franchise. 
The first exclusive entry on new-gen is 
set to make a statement about the fran- 
chise and its future. 
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A LOVE STORY SET AGAINST A 
BLOODY BACKDROP 

For years, Ubisoft says fans have 
yearned for a game to be set in Paris 
during the French Revolution. After 
Assassin's Creed III took on the 
American Revolution, it seemed like the 
perfect lead in. "Every yearly feedback 
that we get, it comes out on the specu- 
lations," Pontbriand says. "It's in the top 
few." Ubisoft is excited to bring such a 
rich setting finally to fans. Paris' breath- 
taking beauty and architecture should 
provide a worthy playground that just 
may rival that of the series' previous out- 
ings in Renaissance Italy. 

The French Revolution was a turbu- 
lent time, dating from 1789 to 1799. 
France was in financial ruin after two 
wars and was experiencing a famine. 
Massacres and paranoia were a part of 
everyday life in France as people fought 
for democratic ideals and fair treatment 
in an attempt to break away from the 
monarchy. The guillotine was one of 
its chief symbols, a gathering place 
in the center of the city where people 
watched its blade descend for public 
beheadings. It also was the most noto- 
rious instrument of the Reign of Terror, 
where people were murdered for merely 
looking suspicious. "It's the feeling of 
chaos, the feeling of something ongo- 
ing in the city of Paris," says Ubisoft's 
in-house historian Maxime Durand. "The 
scope of the events when you see them, 
you're like, 'Wow, this is something that 
changed history forever.'" Iconic events 
along with historical figures (see side- 
bar on page 55 for confirmed cameos) 
are present as always; expect to see the 
Storming of the Bastille, King Louis XVTs 



infamous execution, and how Maximilien 
de Robespierre tormented people with 
the guillotine during the Reign of Terror. 

History is ingrained in the game, but 
Ubisoft is not depending on it to tell 
Unity's story. "We didn't want to make 
the story about the French Revolution," 
Pontbriand says, "It was too constrain- 
ing. So instead we decided to use it as 
a backdrop, where we have the coolest, 
historical memorable moments as the 
background, but you're not influencing 
it in any way. It was a revolution driven 
by the people, not this single guy who 
triggered it all." 

Instead, Ubisoft is trying to tell a 
deeper story than ever before with its 
lead character, Arno Dorian. Arno is on 
a quest for redemption and he joins the 
Assassins as a means to obtaining it, but 
he's not the only one with a stake here. 
Enter Elise De LaSerre. After Arno's 
Assassin father is murdered, Elise's 
father, who happens to be a Templar, 
takes Arno in. "He feels [indebted] to 
Arno's father, not because he had any- 
thing to do with it, but just because of 
respect for his enemy, so he takes Arno 
under his wing," Amancio explains. "But 
he doesn't want to corrupt the memory 
of Arno's father by making him become 
a part of the Templars, so he hides the 
whole Templar thing. Arno has no idea." 

Arno and Elise grow up together and 




fall in love, without Arno ever knowing 
that she's part of the Templars. Arno 
has a sharp wit and is a no-nonsense 
type, while Elise is more of a free spirit. 
"She's that girl when you're growing 
up who always gets you into trouble," 
Amancio says. The two lose touch for 
a period, but are brought back together 
when Elise's father is murdered. "Arno 



feels responsible for that death, so he 
tries to figure out why he died and who 
killed him," Amancio says. "Elise has the 
exact same objective, but she has no 
redemption desire because she doesn't 
feel guilty at all. It has nothing to do with 
her, so all she wants is to do the same 
thing, but her motivation is revenge: 
They killed my father, they're corrupting 





Not everything you can do in Paris is shown on your 
map once you sync a waypoint. A great deal of Unity is 
about exploration and finding your own stories. Ubisoft 
is adding many quests that revolve around history and 
some of its prominent figures. You can unlock these sto- 
ries by reading newspapers and finding letters in houses. 
Once you uncover these tidbits, a question mark appears 
on the map. You can go there to find out more, unlocking 
a bit of the history and culture of the land. Ubisoft used 
the example of the Marianne, the national emblem of the 
French Republic. A cool story goes along with this quest, 
but we'll save that for you to find. 

Arno also stumbles upon many murders. Eugene 
Francois Vidocq, who's basically the father of criminol- 
ogy, appears as a kid in the game. When you first meet 
him, he's in jail, telling you to stick with him and not buy 
into the corruption. You can actually accuse people of 
murders and put them in jail; hopefully, putting away the 
right culprit. After all, you'll see them behind bars in the 
game - do you really want to wonder if they really did it? 
"It's a game about exploring multilayered Paris and find- 
ing your own stories and carving your own path through 
it," says creative director Alex Amancio. 





my order. I need to find who is behind 
this or why.'" 

One of the big dilemmas for Arno is 
being caught between duty and love. He 
must follow the order of the Assassins, 
but he also loves a girl whose methods 
for getting answers are significantly dif- 
ferent. "[It's] the Cornelian dilemma, a 
very specific form of Catch-22, where 



you're forced to choose between love 
and duty," Amancio says. "It's an 
impossible choice." 

This dilemma is a chance for Ubisoft 
to show two different sides of the 
Templars and Assassins; even Arno 
spends time questioning where he 
should stand. "We always try to portray, 
even more with this game, the Assassins 
and Templars not as good guys and vil- 
lains, but as two opposite views on the 
same issue," Amancio says. "Either 
freedom and make your mistakes and 
this is how you learn, or wait a minute, 
you people are going to blow each 
other up? Let's structure this in a more 



Arno only has a single blade, but he gets creatively violent with it 




intelligent way so we can progress. No 
way of thinking is bad, it's just different 
ways of thinking." 

Ubisoft knows love stories are hard 
to execute, and approached Arno and 
Elise's relationship carefully by making 
Elise such a vital part of the plot. You 
couldn't cut her from the game and 
have the same story. "This is some- 
thing we've wanted to do for a very long 
time," Amancio says. "We felt that with 
this generation it was a good oppor- 
tunity to crank it up a notch and have 
a story that's a bit more serious and 
more mature. Love stories are always a 
hard thing in video games because ulti- 
mately they can very easily become a 
tangent. By making Elise a Templar and 
making that part of the core, it's part of 
the actual struggle of the character. It 
prevents it from becoming a B-plot or 
a tangent." 

The Templars find themselves at an 
interesting crossroads during the French 
Revolution. Make no mistake; Elise's 
father's death was no accident. He is 
the victim of a coup d'etat - a shift in 
power and ideologies in the Templars. 
The French Revolution is the perfect 
metaphor for this turn in power. "This 
is when the world became run by busi- 
nessmen, and not by politics and not 
by an aristocracy," Amancio explains. 
"This coincides with a shift within the 
Templars. Before, it was like dogma 



will dictate and rule. If we tell people 
what to do with strong dogmatic views, 
they will follow and if they don't, we 
will beat the s— out of them, and they 
will follow." 

One man reexamines those views 
and thinks if you give the people what 
they want, they'll enslave themselves. 
You control them by keeping them 
busy. "This new leader wants to take 
the order in that direction, and he 
believes in his mind he's right, and that's 
the true path the Templars wanted to 
take," Amancio says. "It's all linked in 
history with the last official grandmas- 
ter of the Templars, Jacques de Molay, 
who died in Paris in the middle ages. 
It's a complex story around that. This 
shift in power is really the revolution. 
Somebody is pulling the strings behind 
the revolution so the Templars can con- 
solidate this new order." 

Arno tries to track down the man 
responsible for the death of Elise's father 
for most of the game, but he has to go 
through many targets, a throwback to 
the first Assassin's Creed. "In [Assassin's 
Creed], you remember all your targets - 
they're very iconic because we take the 
time to introduce you to these targets," 
Amancio says. "The game is called 
Assassin's Creed, so it's about assas- 
sinations; here's the target, here's the 
background, get to know the target, and 
then assassinate them. This is some- 
thing that we steered away from - not 
intentionally - but I really wanted us to 
go back to having these iconic targets. 
Then in the end, when you finally have 
the chance to assassinate these targets, 
it's up to you to find a way to do it in a 
really cool way." 

Arno, caught between love and duty, 
gives the story plenty of potential, and 
could give Ubi's other star assassin, 
Ezio Auditore da Firenze, a run for his 
money. Right now people in Ubisoft 
have been playing through the game 
and the feedback on Arno has been 
extremely positive. "The one thing I 
keep hearing is that Arno is a very like- 
able character; he's very attachable," 
Amancio says. 
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Customization boosts your skills in both co-op and in single-player. You earn skill points by complet- 
ing missions and taking on activities in the world, and can use them to upgrade navigation, stealth, 
or combat. Ubisoft says there's no right or wrong way to build a character; you can go as balanced or 
extreme as you like. If you like to fight, you could build a tank so you stand a better chance against 
multiple enemies. If you prefer sticking to the shadows, you can invest in the stealth tier to get your 
lockpicking skill up. For easier navigation, you might invest in a roll or soft-landing ability. 

Another way to customize your assassin and earn perks is with equipment and weapons. We got 
a glimpse into the customization and it's more than merely attire. You can customize your forearms, 
legs, boots, chest, hood, and mask. Different gear is suited to particular play styles. For instance, one 
hood might make you blend faster in crowds, and your belt might impact the amount of items you can 
carry. Ubisoft estimates it has over 200 pieces to collect. 

Weapons also have more variety this time around. You have a few guns at your disposal, but they 
alert guards easily and you can only have so much ammo on hand at once. Ubisoft included some long 
weapons, such as spears, pikes, and staves, so you can attack at a distance with more power. 
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BLENDING CO-OP AND 
SINGLE- PLAYER 

When you're not pursuing the main 
storyline quests, the world is open for 
exploration with up to three friends. 
Co-op missions remain separate from 
Arno's narrative and can be completed 
solo as well. The co-op content has 
different difficulty levels highlighted by 
stars, and all have multiple degrees of 
success to garner replayability. Some of 
the co-op quests are better suited for 
smaller teams. You can still play with a 
larger group; it just means the mission 
will be easier. 

To join up with a friend, you need to ini- 
tiate a Brotherhood mission on the map 
by going to the icon, or you can invite 
friends though the menu. It will then ask 
if you want to play the mission together. 
Then a five-second countdown begins 
before you start. You can also find 



"ghosts" of friends who are playing at 
the same time. If your friend is at a join- 
able part of the game, you can hop right 
in, starting from their latest checkpoint. 

The missions make sense in the con- 
text of co-op: You're performing them 
as part of the Brotherhood. "All of our 
games are always about a character. 
That's normal, but we seldom talk about 
his responsibility to the Brotherhood," 
Amancio says. "Why not make that part 
of the co-op, brotherhood missions? 
This is the stuff that typical Assassins 
will do for the Brotherhood. It has noth- 
ing to do with [Arno's] own personal 
quest, but he's an Assassin, and this is 
what he has to do for the Assassins." 

The cooperative missions center 
on the Assassins trying to stop the 
Templars' manipulation of the French 
Revolution. "These are as close as 
we will get in the game to actually 



doing stuff for the French Revolution," 
Amancio says. "All this stuff is not about 
Arno's story. It's about the Brotherhood 
trying to figure out what the Templars 
are up to." 

The road to implementing co-op into 
the open world was long and hard for 
Ubisoft. After trying several avenues, 
including competitive multiplayer, the 
developers came back to the drawing 
board because they found themselves 
making two separate games, which is 
exactly what they didn't want to do. 
They circled back and looked at what 
drives people to Assassin's Creed: the 
experience of being an assassin in a 
historical setting. Why make the mul- 



tiplayer separate? As data suggested, 
when multiplayer was featured in a 
mode outside of the campaign, only a 
hardcore portion of the fanbase touched 
it. "People bought the game for the sin- 
gle-player, and then however good the 
multiplayer may have been, it was not 
the same [as the single-player] experi- 
ence," Amancio says. "I think people 
didn't give that mode a chance." 

Amancio worked hard to figure out a 
way to make the multiplayer cohesive 
to the experience. His team wanted 
customization in single-player that car- 
ried over into multiplayer. This led to 
them taking a cue from another Ubisoft 
franchise, Watch Dogs. In Watch Dogs, 




Ubisoft doesn't want to spoil every historical figure appearing in Unity, but it 
did share some key individuals that you'll encounter in Paris. 



KING LOUIS XVI 

No surprise here, as King Louis XVI's inexperience and cowardice made him 
a central figure throughout the revolution. Louis didn't know what to do 
when France was in such a bad financial state after The Seven Years' War 
and the American Revolution. He tried to run from Paris, only to be brought 
back, imprisoned, and eventually beheaded by the sharp blade of the guil- 
lotine - an event Ubisoft promises we'll see. 




MARIE ANTOINETTE 

Marie Antoinette earned a lot of popularity through historical interpretations 
of her that may have been embellished, but as the wife of King Louis XVI, 
she had to go down with him. Some historians claim she was clueless to 
the state of things, but we're interested in seeing how Ubisoft portrays her. 



MAXIMILIEN DE ROBESPIERRE 
Robespierre will forever be associated with the Reign of Terror and the 
guillotine. Paranoia started to get to people as they worried another nation 
might try to reinstall their king. Insecurity bred needless bloodshed. 
Robespierre didn't need much reason other than he didn't like the way 
you looked at him that day to execute you. In the end though, Robespierre 
got a taste of his own medicine and we're hoping Ubisoft gives us front 
row seats. 



MARQUIS DE SADE 

Sade was a philosopher, writer, and an elected delegate to the National 
Convention who is best known for his erotic works. Did we mention 
he spent 32 years of his life in prisons and eventually wound up in an 
insane asylum? There's a reason "sadist" is derived from his name, and 
it's clear Ubisoft has appropriate plans for the character. "He's sort of a 
Hannibal Lector, always a step ahead, always trying to mess with you," 
says creative director Alex Amancio. "He knows the answer; he's like, 'If I 
tell you, it wouldn't be fun. I'm just going to let you guess it.' He's sort of a 
creepy character." 



NAPOLEON BONAPARTE 

Napoleon was a gifted general, rising through the military ranks during the 
course of the French Revolution. The narcissist also manipulated his way 
to the power, assuming a dictatorship by the end of the French Revolution. 
France didn't end up with the democracy it aimed for, so it'll be interesting 
to see Ubisoft's portrayal of the self-obsessed general. 




no matter what, you always play as 
Aiden Pierce in competitive scenarios. 
What if they did something similar with 
Arno, but with co-op? That way in every 
player's game they are Arno, complete 
with their customized skills and appear- 
ance, but they'd look like another 
member of the Brotherhood in another 
player's game. 

This solved a big barrier. "It's like 
Batman - no two people can be 
Batman, and no one wants to be Robin," 
Pontbriand says. "That's why everyone 
is playing as Arno, because everyone 
wants to be the master assassin. But 
then you can customize so it still works, 
so when you see your friends they still 
look cool." 

HANDS-ON WITH CO-OP: 
SEEING THE REFINEMENTS 
IN ACTION 

During our visit to Montreal, my col- 
league Jeff Cork and I played a 
Brotherhood mission together. Our mis- 
sion, called "Heads Will Roll," features 
Robespierre and the Law of Suspects, 
a decree passed during the Reign of 
Terror as a way to arrest anyone who 
looked suspicious. A wave of paranoia 
is sweeping Paris; one wrong response 
and you could be considered a coun- 
terrevolutionary. A spy named Paton 
found some valuable Templar secrets, 
which he shared with Robespierre. 
Robespierre has him arrested as a 
traitor, saying he's too gifted as a spy. 
Our job? Free Paton and find out the 
Templar secrets. The mission is split 
into three acts: get the warden's key, 
find Paton's secret notebook, then save 
Paton in prison before he gets executed. 

Since this is our first time being 
unleashed in Paris for hands-on, we 
don't stick together. We're both too 
mesmerized by the world and all the 
things that we can do. An Assassin's 
Creed setting hasn't felt this wondrous 
since I spent time in Venice as Ezio, 
where the beauty and liveliness made 
me forget about missions and get lost 
in the atmosphere. Part of this is thanks 
to the added realism. The buildings are 
designed at a 1:1 scale, a first in the 
series, and it shows; you feel the height 




as you traverse them. These are also the 
most buildings I've seen on one street 
in an Assassin's Creed game. Small 
touches like the lighting stand out, espe- 
cially when entering interiors, which add 
great diversity to environments. The 
elegance and ambiance of Paris shines 
through wonderfully. 

I immediately climb up a building, 
which feels natural and fluid, includ- 
ing the new ability to descend rapidly 
by pressing RT and B. Haystacks are 
still around for doing leaps of faith, 
but you're not dependent on them like 
before. The first thing I do when I climb 
up a building is go into the interior; this 
new feature opens up alternate strate- 
gies. You can go inside to avoid guards, 
but must be careful because sentries 
aren't just on the outside. 

I quickly notice some new assassina- 



Stealth is more important since enemies aren't pushovers. Use everything at your disposal 
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tion animations; you can run up, trip 
enemies, and stab them in the chest. 
Arno's assassinations also look cooler; 
he has just one blade, but that doesn't 
stop him from being creative. Because 
you can now climb in interiors, you can 
exploit windows for assassinations. 
One lets me yank an enemy through the 
window and throw him to his death. 

The new cover system allows you 
to hide easier, complete with peeking 
moves. You can also go in stealth mode, 
which softens your footsteps. Most 
games' stealth modes slow your char- 
acter down, but in Unity, you still move 
swiftly. This is useful for approaching 
enemies from behind and easily stick- 
ing a blade in their back. However, it's 
not long before I get impatient and alert 
more than one guard. 

Remember those days where you'd 
accidentally trigger more of a response 
than you wanted and have to run all over 



the map, waiting for the alert level to go 
down? Those days are over. The guards 
are now governed by a new system that 
has them investigate your last known 
position. This makes it easier to move 
away from the area, and sometimes you 
can even exploit it to drop back in on 
them from the other direction. 

Stealth is encouraged in Unity, since 
battles can turn deadly. Take on two or 
three enemies at once and you should 
be okay, but get five in the mix and 
the battle often leads to a game over 
screen. In this case, running away is 
usually the best option. Before jump- 
ing into the fray you must consider the 
enemy type and their weapon; maybe 
dodging won't work on an agile enemy, 
and forget trying to parry a giant ax. For 
the first time in Assassin's Creed, I pay 
attention to the enemies and their pat- 
terns, as opposed to in previous games 
where I hit the attack button without a 
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Remember being detected by a guard and being desynchronized from 
the mission? Thanks to the Adaptive Mission Mechanic, you won't have to 
worry about that again. The mission adapts to what happens and doesn't 
just follow one script or have one set of rules to succeed. For example, 
say you're tailing an enemy and he spots you. The mission then turns into 
a chase, eventually becoming a locate target mission once you've lost 
him. If the target gets killed during the mission, you can loot him for the 
key, but that doesn't mean there won't be consequences. More guards 
might be waiting for you at the location now that a guard is missing. 
"We've been improving how we did missions for a while, but we had never 
fundamentally rethought the very core structure of how we do that," says 
creative director Alex Amancio. 



worry. With the higher battle difficulty, 
death is imminent. Thankfully, if some- 
one in your cooperative group dies, they 
can be revived, but make sure you clear 
the area first or you're toast. You have 
only a short period of time to revive 
teammates; if they perish, their wallets 
take a hit before they respawn. 

Ubisoft only showed us a small slice of 
the combat. The A.I. is smart and often 
teams up against you, and they have 
a slew of offensive options and aren't 
afraid to exploit the bombs at their dis- 
posal. That's not even touching on the 
boss battles, which amp up the ten- 
sion. "Boss fights are challenging, not 
because we added some quick-time 
event, but because we're using the full 
extent of the fight system," says game 



designer Alex Pedneault. "The enemy 
can pull off the same moves that Arno 
can, and it creates a challenge in a 
good way. Not so people can throw 
their controllers on ground in frustra- 
tion, but because it's something we've 
never had. For the first time, we have 
boss fights that are about parrying at 
the right time, making sure you dodge, 
and not spamming the attack button." 

I'm also impressed by different fac- 
tions roaming the streets and their 
interactions, which are not only more 
realistic, but they also aren't blind to 
each other's presence. Thugs will attack 
you no matter what, the police won't 
attack unless provoked, and crowds 
of commoners might lend you a hand 
when you're in a jam. The interactions 



Sometimes a good assassin has to know when to run 
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between these groups bring new depth 
to the gameplay. Police target dissi- 
dents, so you could lure thugs toward 
the authorities and watch them engage 
instead of getting your hands dirty. 

Cork gets to the warden's key first, 
but I take out all the Templar targets in 
the massive crowd, using eagle vision 
to proceed to Paton. The crowds are 
mesmerizing; the world feels more 
alive and denser than previous games. 
Couples hold hands, arguments occur, 
and fights break out. Ubisoft says it can 
have up to 30,000 people in a crowd. 
These large gatherings are meant to be 
both an obstacle and opportunity, but in 
the case of this co-op mission, I can't 
let myself get too caught up in them 
since I'm working against the clock. The 
more time you take, the more people are 
executed. We don't act quickly enough 
to prevent the first casualty, but there's 
still time to save Paton, and saving him 
gains the Assassins an ally. 

As we search for Paton, we pass a 
cemetery, a landmark called Place des 
Innocents. The cemetery is overflowing 



with bones heaped in piles. A central 
building in the cemetery is overflowing 
with skulls in the attic. Historically, all the 
decaying bodies caused such a health 
hazard in Paris that it led to the creation 
of The Catacombs of Paris, a network 
of underground tunnels and caverns 
that house the remains of millions of 
people. Although the game predates 
the catacombs by two years, Ubisoft is 
including them to provide more stealth 
opportunities to get around. Spotting 
these amazing structures is part of the 
fun. After we save Paton, we're free to 
explore together in the same session. 
We make a side stop in the Notre-Dame 
Cathedral, and the detail and scope of 
the building leaves us in awe. Seeing 
it is one thing, but trying to climb it 
is another. 

STICKING THE LANDING 
Unity is full of promise; a blueprint for 
a new breed of Assassin's Creed for 
this generation. But for Ubisoft, this 
game is merely the starting point for its 
new-gen ambitions. "We want to focus 



on unifying the franchise and make sure 
that we continue to propose to fans 
and players in general really entertain- 
ing experiences that all fit within our 
universe," says brand content manager 
Jean Guesdon. 

Only Ubisoft knows where the story 
takes us next. All we know is that from 
the pirate-infested seas of the vibrant 
18th Century Caribbean to the beauti- 



ful Renaissance architecture of Rome, 
we're enjoying the trips back in history. 
Soon enough, we'll be exploring Paris in 
Ubisoft's biggest affair yet. 



Visit gameinformer.com/ac for a month of bonus 
coverage including developer interviews, profiles on 
Arno and Elise, and insight into the new phantom 
blade weapon 
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